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The Hunter's Society, or "Bounty Hunter's Guild" as it is called by non-members, is a society of 
big-game hunters and bounty hunters alike. Members of the Hunters Society style themselves as 
the greatest of hunters -- seeking and taking the biggest game. In a fantasy world, this is 
decidedly dangerous. Some members have deemed the most dangerous game to be sentient, and 
hunt humans (and their kin) as readily as others hunt monsters and prized animals. As a result of 
this mixed bag of targets, the entire society has gained the reputation as being willing (and able) 
to hunt anything . . . or anyone. 


Setting 


The setting for the Hunter Society assumes a "generic" fantasy environment -- monsters, human 
and non- human races, and at least a small number of armed bands of freebooting adventurers. 
The local government is assumed to be later feudal, with free cities, guild-based governments 
and Byzantine politics. Keeping those assumptions in mind, it can be adapted for most worlds 
easily. Stats are included for GURPS, but the Hunter's Society concept and organization is easily 
portable to other games systems and worlds -- especially d20 System worlds full of 
treasure-hording monsters and adventuring parties of various alignments. 


The Society 


History 


The Hunter's Society is a combination "big game" hunting association and bounty hunting group. 
The Hunter's Society dates back to an informal circle of exceptionally adventurous hunters. "The 
Circle" consisted originally of seven hunters of great skill. They sought only the biggest, most 
dangerous game, and brought them down for sport and glory. Renowned for their hunting talent, 
they began to attract other would-be hunters (often influential nobles) seeking them as guides, 
instructors, and partners. After many years of this, they were contacted by a very high ranking 
lord for a serious problem -- helping track down the murderer of the Heir. Although the group 
had never hunted a man before, the challenge (and perhaps the potential reward) was too 
tempting to pass up. The Circle tracked down the killer and returned him to justice. In return, 
they were rewarded with a Patent to form a Guild. The Hunter's Society was officially born. 


Over a century later, the Hunter's Society has undergone some changes. The Hunter's Society has 
stayed partly true to it "big game" hunting roots, but its renown in the Case of the Heir led to 
more bounty contracts. At first, these were regarded as exceptional and unusual. Eventually, the 
Hunter's Society simply added high-value bounty contracts to its normal "hunts." Bounty 
contracts have become a staple of their operations, so much so that the Hunter's Society is now 
known about equally well by the nickname "Bounty Hunter's Guild." It is said that if anyone will 
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hunt a given target, they will -- dangerous bandits, renegade wizards, marauding dragons .. . 
-anything. 


Operations 


The Society does not act as a group. Rather, its headquarters acts as a gathering place for 
like-minded hunters, a place to swap information and find fellows for dangerous expeditions, a 
place to make your brags and show your trophies. If special weapons are needed to take down 
specific prey, headquarters is the place to go to locate it. If you need to know what poisons work 
best on young dragons, some at the headquarters might know. The main headquarters is the 
common base and touchstone for Hunter's Society Members between, or getting ready for, jobs. 


The Society can be contracted directly, although they will find out about any locally posted 
contract within 24 hours at the most. The Society pays a small reward for notice of new 
contracts, so local informants, street urchins, and the like quickly pass on any information they 
get. 


Actual hunts are largely conducted by members only. Some members like to have a lot of 
backup, hiring local toughs, professional mercenaries, or merely bringing along their personal 
guards (common amongst the rich and/or noble members of the Society). Members of the 
Society form their own groups. The Society has a mix of loners (such as Red Markmann, below), 
lose-knit groupings of hunters, and a few tight-knit groups that never hunt apart. 


When hunting game, the Hunters will act as would be expected of any other type of safari -- they 
will bring appropriate gear and weapons, pack bearers and animals to move supplies, and 
anything else needed to bring down (or bring back) their chosen prey. When hunting Bounties, 
members will typically move in much smaller groups. 


While big game is often hunted with lethal force, Bounties are typically worth a reward only 
when alive. Therefore, with few exceptions, Hunter's Society members are not duelists, nor are 
they assassins. Typically they will approach their bounty like a hunter approaching game -- with 
care, stealth, and with an aim to a quick takedown. A Hunter's Society member will not barge 
into a room, announce the impending arrest of a dangerous Barbarian Hero, and then fight it out. 
Nor will he assassinate someone in their sleep. The Hunter will instead try to choose the most 
vulnerable moment of the Bounty and quickly eliminate any possible resistance -- whether 
through displays of force, sleeping agents or other non-lethal attack, or actual physical subdual. 
Only if a Bounty is wanted "dead or alive" will he or she warrant immediate lethal attack. 


Hunter's Society members stay fairly closely within the local laws. This is done out of 
convenience rather than an inherent sense of honor -- if there is not actually enforcement of local 
laws, most members will ignore them in pursuit of their target. Members exceed those laws to a 
degree that varies with the individual. The influence of the Society is quite strong, and as a result 
Society members are given much more slack than non-members by law enforcement. In some 
types of campaigns, this may lead to members being giving Legal Immunity or Law 
Enforcement Powers of some type, or even allow them to "deputize" local militia or law 
enforcement to help them carry out an arrest! 


Membership in the Society 


In order to join the Hunter's Society, one must be sponsored in by a current member. According 
to the charter, this is to "require a potential member to gain the trust and respect of an Esteemed 
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Hunter." One would normally gain this trust and respect by joining a hunt as a junior member or 
by demonstrating a sufficient skill at hunting on one's own. In practice, this usually means a new 
member is a friend of a current member. Actual skill at the hunt is the only way to gain rank and 
to survive the dangerous hunts required to impress one's fellow members, however. 


A GM running a later "decadent" or degenerated Hunter's Society can make skill at hunting 
secondary to skill at Politics and/or Administration . . . 


Membership in the society carries a small annual fee -- $100 per year, due annually on the 
anniversary of the member's successful application. 


Rank and Insignia 


Hunter's Society members wear distinctive crimson cloaks. These cloaks are often reversible 
with a darker color (hunter green and black are common) to make them useful in "the field." 
They also wear rank badges -- a cloak clasp is most common, although rings and amulets are not 
unknown -- showing the symbol (and name) of their rank: 


Ranks 


: Goshawk 

: Eagle 

: Falcon 

: Hippogriff 

: Griffon 

: Royal Griffon (as Griffon, but with a silver mane) 
Roc 

: Dragon (in silver) 

: Grandmaster of Dragons (in gold) 
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Rank in the Hunter's Society is purchased as Administrative Rank. The cost is 5 points per level 
for ranks 1-8. Ranks 0-6 are the membership levels; Dragon and Grandmaster of Dragons are the 
ranks of the highest administration of the Guild. Those without any interest in administration 
never rise higher than "Roc." There is only one Grandmaster of Dragons, who heads a council 
consisting of Six Dragons. This Council of Dragons is based in the main Headquarters of 
Hunter's Society. Smaller sub-headquarters in other cities are typically run by a Hunter of Roc or 
Royal Griffon ranking, depending on the size of the city and the guild membership there. The 
Council of Dragons makes all of the decisions for the direction of the guild. Normally, this 
means setting fees, dealing with city politics, vetting special contracts, and so on. Ina 
conspiracy-heavy campaign, a dark cabal of secretive old men with draconic titles directing a 
loose-knit society of bounty hunters is a campaign plot waiting to happen. 


As a Patron, the Hunter's Society is a "reasonably powerful organization (assets worth 10,000 
time starting wealth)." It has great wealth and a sizeable membership of skilled hunters. The 
Hunter's Society also is capable of putting pressure on local law enforcement and political 
organization on behalf of its members. The total base value is 20 points. They are typically 
available Fairly Often (9-), although in a campaign based in the same city as their Headquarters 
the frequency would be more like Quite Often (12-). For high-ranking members (rank 6+) 
frequency can be as high as Almost All of the Time (15-) to represent their ability to call on 
fellow members or assets of the organization on virtually no notice at all. 
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Skills, Advantages, Disadvantages -- Members of the Hunter's Society will almost always have 
a high level (often 16+) in Tracking, Shadowing, or both. Stealth is practically required for 
hunting game, and is very useful for creeping up on a bounty! Members will also typically learn 
Survival, Area Knowledge (of their main operation area, or that of their primary quarry), and 
other Outdoor and Animal skills. Those that concentrate on actual game instead of bounties will 
also find skill 15+ in Animal Handling very useful, as it gives a bonus when fighting animals. 
Combat/Weapon skills, especially non-lethal weapons skills like Blackjack, Bolas, or Lasso, are 
very common. Unarmed combat skills are very common amongst those who mainly hunt other 
men. 


Advantages such as Alertness and Single Minded can be very useful to a Hunter's Society 
member in tracking down their target. Any combat advantages -- especially Combat Reflexes -- 
are useful if the prey resists or tries to ambush the hunter! Disadvantages unlikely in Hunter's 
Society Members include Laziness, Distractible, Unfit, or other disadvantages that reduce the 
ability of the Hunter to track and bring down his chosen game. 


Headquarters 


The headquarters of the Hunter's Society is a three-story red brick building at the very end of the 
Street of Guilds, which ends at the beginning of High Street, the beginning of the High Quarter. 
Hanging on bronze chains from a bar are a pair of signs, one below the other. The top sign is on 
a green field, and is a pair of deer's antlers and a griffon. Underneath is a black sign with an 
arrow and a sword crossed over a gold coin. 


The first floor of the headquarters is poshly decorated. The door is heavy oak with a brass 
knocker; the main floor is a few feet below street level and upon entering you need to descend 
down six steps to reach the "main floor." The room opens to the right on a red-carpeted area with 
plush chairs surrounding small round tables. The room smells heavily of smoke. To the far right 
is a "bar" where visitors can check in. The first floor has a large glass window array and a 
cloakroom. Mounted on the walls are the heads (and sometimes claws, tusks, etc.) of particularly 
fierce creatures -- lions, tigers, giant reptiles, tusks of elephants and giant boars, etc. 
Non-members are never allowed past the first floor. The second floor features a bar for members, 
as well as featuring a meeting room and large "board" listing all posted contracts. The third floor 
is the meeting area for the Dragons. Both levels are very well decorated, and are richly 
furnished. 


Example Member 


Crag "Red" Markmann is an example of a very high-ranking and skilled Hunter's Society 
member. He has been a member for over two decades. He specialized in hunting humans, 
especially wizards and dangerous warrior types. He is very skilled and dangerous. Most 
members are much less capable; Red makes an excellent mentor for less experienced Society 
members or a dangerous foe for criminal PCs. 


Crag "Red" Markmann 274 points 


Age 36, 5'8", 215#, Red hair, beard, and mustache. Ruddy complexion, rosy cheeked. 


ST 14 [45]; DX 14 [45]; IQ 12 [20]; HT 12 [20]. 
Speed 6.5, Move 5. 
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Advantages: Administrative Rank 5 (Hunter's Society) [25]; Combat Reflexes [15]; Comfortable 
[10]; Fit [5]; Patron (Hunter's Society, 12-) [40]; Toughness DR1 [10]. 


Disadvantages: Light Sleeper [-5]; Obsession (Never let a bounty escape) [-5]; Sense of Duty 
(Hunter's Society members) [-5]. Considers himself a "fair man"; Tries to take on the toughest 
cases; Does not particularly care about money [- 3]. 


Skills: Area Knowledge (Home City)-13 [2]; Area Knowledge (Home Country)-14 [4]; 
Axe/Mace-15 [4]; Axe Throwing-16 [4]; Brawling-15 [2]; Broadsword-16 [8]; Knife-14 [1]; 
Shadowing-16 [10]; Shield-16 [4]; Stealth-15 [4]; Streetwise-12 [2]; Tactics-10 [1]; Tracking-12 
[2]; Wrestling-14 [2]. Arm Lock-16 [1]; Knee Strike-15 [1]; Off-Hand Weapon Training (Axe 
Throwing)-15 [4]; Stamp Kick-14 [1]. 


Equipment: Red usually wears concealed armor of some kind -- typically Chainmail made into 
Fine Brigandine (per GURPS Low Tech, page 68) -- and boots. He carries a Fine quality 
Thrusting Broadsword with a single edge and a red leather hilt. He also carries a Large Knife and 
either a Hatchet or Throwing Axe (depending on his chosen target) and a Medium Shield. He 
usually carries some cord for binding his Bounties and a hood for blinding them (to make escape 
that much more difficult). If expecting combat, he will wear a Pot Helm and Gauntlets. 


Red prefers to take his targets by surprise and get the drop on them. He will use Shadowing (and 
his Area Knowledge if in his home area) to follow his target and try to take them while sleeping 
-- typically using Wrestling, Arm Lock, and then tying them up. Despite his rank, Red is 
relatively poor. His low regard for money means he typically spends his money on improving his 
equipment, helping out fellow guild members, or on research and bribes in his next tough case. 
Red is very thorough in researching his targets, using street contacts, his fellow guild members, 
and his own observations while Shadowing his target. 


Other Variations 


As presented, the Hunter Society is for a generic fantasy setting. However, it can work equally 
well in a Space Opera setting. Simply swap out wizards, dragons, and magical weapons for 
psychics, space-creatures, and blasters. The idea of a society of big game hunters fits well in 
some Victorian Age settings -- Space:1889 particularly, with Venus promising especially big 
game. 


Uses in the Games 


The Hunter's Society can be used in many ways in the campaign. Here are three broad 
possibilities for taking the Hunter's Society and changing how PCs will interact with it. 


e The Good Guys: In this variation, The Hunter Society are portrayed as heroic. They face 
dangerous monsters for the good of society. The glory and wealth is useful and desirable, 
to be sure, but there is a general sense that the Society members would do it even without 
those incentives. They also hunt down dangerous criminals that society cannot deal with 
on its own. They provide a useful service and are generally respected, trusted by the 
Powers that Be and their servants (the Watch, the Bureaucracy, the local Knights, or 
whatever). The PCs can either be allies, members (the Society makes a useful Patron)... 
or enemies. If the campaign is centered around criminal or renegade PCs, even a do- 
gooder Hunter Society can be a dangerous enemy. A "good guys" Society would be 
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unlikely to hunt non- dangerous criminals as a matter of principle. They would be likely to 
hunt man-killing monsters and spend rather less time hunting purely as sport. 

e Neutrals: As listed, the Hunter Society makes a good "neutral" party in a campaign. Its 
members are given no special benefit of the doubt as to their motives -- the public 
generally believes they do it for the glory and money, but regard it as a benefit to society 
much as any other soldier or adventurer's monster or criminal hunting. The Hunter Society 
is generally mercenary, equally hunting minor criminals and dangerous criminals, "sport" 
animals and dangerous man killer alike. PCs of any stripe could find themselves under the 
Bounty List thanks to enemies or the authorities. Regardless of guilt or innocence, the 
Hunter Society will be willing to track them down. 

e The Bad Guys: In this scenario, the Hunter Society is nothing more than high-class scum. 
Either they are known as Bad Guys but are untouchable due to the wealth and influence of 
its members, or they maintain a veneer of respectability behind which they hide their more 
nefarious activities. Perhaps they are gathering rare animal parts to sell to shady wizards, 
using "bounty hunting" as a screen for hunting humans for sport or as a part of criminal (or 
Government) contract killings. The Hunter Society as a "front" works very well for an 
Assassin's Guild hiding in plain sight. A group of generally heroic PCs could oppose such 
a group, forced to deal with skilled but unprincipled hunters as well as the wealth and 
societal influence of the group. A group of evil PCs would do well with such a group as 
their patron. 


d20 System Notes 


Members of a d20 System Hunter's Society will tend to have levels in fighter, ranger, and rogue, 
as those are the classes that most closely fit the archetypal member of the Society. A few 
members might have levels in bard; that class's abilities could make for an effective 
hunter-of-men. The Society might have a few members with some spellcasting ability (and thus 
levels in spellcaster classes), but serious arcanists or divine spellcasters tend to be drawn to other 
groups. Berserkers don't make terrific bounty hunters, so barbarians aren't common in the 
Society, either. Monks are even scarcer, though a monk's abilities could make for a fairly 
effective manhunter. Paladin members are probably entirely unheard of. 


Among the myriad non-core d20 System resources, Atlas Games' Crime & Punishment has 
perhaps the most usable information for bounty hunters; it even has a bounty hunter core class. 
Most of the variant ranger classes (like the wildlander from FFG's Midnight setting, or Monte 
Cook's variant ranger) are equally adaptable, as are prestige classes like the commando from 
Mongoose Publishing's Quintessential Rogue. 


Important skills for members of the Society include Gather Information, Knowledge 
(Geography), Knowledge (local), Spot, and Survival, as well as the usual "adventuring" skills 
(e.g., Climb, Jump, stealth skills, etc.). 


In terms of feats, track is nearly mandatory for any serious hunter, either of men or beasts. Feats 
like Alertness, Stealthy, Self-Sufficient, and the like can serve to increase a hunter's skills to 
truly impressive levels. Improved Unarmed Strike and Improved Grapple can make it much 
easier for a bounty hunter to bring their target in alive. 


Crag "Red" Markmann: Male human male Ftr2/Rgr3/Rog3; CR 8; Medium humanoid; HD 
2d10+4 plus 3d8+6 plus 3d6+6; hp 55; Init +3; Spd 30 ft.; AC 21, touch 13, flat-footed 18; Base 
Atk +7; Grp +10; Atk +12 melee (1d8+4/19- 20, +1 longsword) or +11 ranged (1d6+3, 
masterwork throwing axe); Full Atk +12/+7 melee (1d8+4/19-20, +1 longsword) or +8/+3 melee 
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(1d8+4/19- 20, +1 longsword) and +6 melee (1d4+1, heavy shield); SA favored enemy (humans 
+2), sneak attack +2d6; SQ combat style (two-weapon combat), evasion, trapfinding, trap sense 
+1, wild empathy +3; AL N; SV Fort +10, Ref +10, Will +5; Str 16, Dex 16, Con 14, Int 13, Wis 
14, Cha 11. 


Skills and Feats: Climb +7*, Diplomacy +3, Gather Information +6, Hide +12*, Intimidate +4, 
Jump +7*, Knowledge (Geography) +6, Knowledge (Local) +8, Listen +11, Move Silently +12*, 
Ride +5, Search +8, Sense Motive +6, Spot +13, Survival +8, Use Rope +9; Alertness, 
Endurance (B), Improved Grapple, Improved Shield Bash, Improved Unarmed Attack, Point 
Blank Shot, Two-Weapon Fighting (B), Track (B), Weapon Focus (Longsword). * Doesn't 
include armor check penalty, typically -2 


Possessions: The d20 System version should have equipment appropriate for an NPC of his 
level. The statistics above assume: +1 chain shirt, +1 heavy shield, +1 longsword, masterwork 
throwing axe, two potions of cure moderate wounds, a potion of bull's strength, a cloak of 
resistance +1, and about 2,400 gp in other useful gear. 


Article publication date: April 30, 2004 
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